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(57] ABSTRACT 

A memory cartridge is loaded in a main unit of a per- 
sonal computer when used. The memory cartridge 
comprises a case, and a printed circuit board which is 
installed therein and on which a large-capacity, one- 
chip ROM is mounted. Storage area of the one-chip 
ROM is divided into a plurality of banks respectively 
having memory addresses of a number accessible by a 
central processing unit of the main unit, and one specific 
bank among them is allocated to an address space acces- 
sible all the time by the central processing unit. Bank 
selecting data for selecting other banks is stored in that 
specific bank. The bank selecting data is read out with 
progress of a program stored in the specific bank, being 
loaded in a counter. The content of the counter is input- 
ted to the most significant three bits of address of the 
one-chip ROM. The most significant three bits of the 
address function as bank designating bits. An arbitrary 
bank of the one-chip ROM is changed over at an arbi- 
trary timing by the bank selecting data outputted from 
the other banks of the one-chip ROM. 
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MEMORY CARTRIDGE BANK SELECTING 
APPARATUS 

This is a continuation of application Ser. No. 5 
07/459.323 r filed Dec. 29. 1989, now U.S. Pal. No. 
4,984,193, which is a continuation of application Ser. 
No. 07/047,039, filed May 5, 1987, now U.S. Pat. No. 
4,926,372. 

BACKGROUND OF THE INVENTION 10 

1. Field of the Invention 

The present invention relates to a memory cartridge. 
More specifically, the present invention relates to a 
memory cartridge which is attachable to and detachable 1 5 
from a main unit of a personal computer or a home 
video gaming machine which includes a computer and 
is loaded in the main unit when used. 

2. Description of the Prior Art 

Home personal computers or the gaming machine 20 
which includes a computer called the "Nintendo Enter- 
tainment System" (trade mark) manufactured and sold 
by the assignee of the present invention and the one 
called the "MSX" (commodity name). Use an external 
memory cartridge in which a game or educational pro-. 25 
gram or the like is written in advance is used, and the 
computer is enabled by loading such external memory 
cartridge in the main unit. The memory cartridge in- 
cludes a non- volatile memory (for example, ROM) for 
storing program data and/or character data for display. 30 

When a central processing unit (CPU) located in the 
main unit of the computer accesses to the ROM of the 
memory cartridge, the maximum number of accessible 
addresses, that is, address space is limited by the perfor- 
mance (number of bits) of the central processing unit, 35 
and therefore the usable memory capacity of the ROM 
comprised in the memory cartridge is also limited natu- 
rally. For example, in the above-described "Nintendo 
Entertainment System" only a 256K-bit ROM can be 
used for program and a 64K-bit ROM for characters at 40 
a maximum. Thus, the maximum number of program 
steps is limited to the maximum address space accessible 
by the central processing unit, and therefore when such 
a computer is used as a gaming machine, for example, 
the length of story of the game, the extension of varia- 45 
tion in the game, the number of display scenes and the 
number of characters capable of being displayed are 
limited. 

One prior art approach which was proposed to elimi- 
nate such an inconvenience disclosed in is, for example, 50 
the Japanese Patent Laid-Open No. 1 12352/1984, laid 
open on June 28, 1984, which corresponds to the U.S. 
patent application Ser. No. 261,301 now U.S. Pat. No. 
4,368,515. 

In the above-identified prior art, an address from the 55 
central processing unit installed in the main unit of the 
gaming machine is given to a plurality of memory chips 
as a common address input, while that address is de- 
coded by an address decoder. When a specific address is 
outputted by the central processing unit, the address 60 
decoder outputs a signal, and in response to the signal, 
a flip-flop or a latching circuit is operated From the 
flip-flop or the latching circuit, a chip select (CS) signal 
for selecting a chip corresponding to that specific ad* 
dress is outputted, and the chip select signal enables the 65 
corresponding memory chip. Accordingly, the memory 
area designated by the address of the selected memory 
chip can be accessed by the central processing unit. 
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2 

• The above-described prior art has an advantage that 
the memory capacity can be expanded without increas- 
ing the address ports from the central processing unit, 
but leaves the following problem to solve. 

With the recent advance in the semiconductor tech- 
nology, the degree of integration of integrated circuit 
chip is being more and more increased, but the above- 
described prior art cannot accommodate for such a 
one-chip, large-capacity memory. Because, output of 
the flip-flop or the latching circuit is used as a chip 
select signal, and such a chip select signal can only 
select enabling or disabling on a chip basis, and cannot 
perform enable/disable of the specific area in the one- 
chip memory. In other words, in the prior art, an arbi- 
trary chip of the memory chips respectively having the 
number of addresses accessible by the central process- 
ing unit can be enabled to designate an address, but 
banks respectively having addresses accessible by the 
central processing unit of a one-chip memory having 
addresses of a number larger than the address space 
accessible by the central processing unit cannot be se- 
lected or addressed. Accordingly, by the prior art, the 
benefit of the up-to-date semiconductor technology 
cannot be given, and the ratio of the rise in cost to the 
increase in memory capacity is large, eventually result- 
ing in a high price. 

In addition, various other methods of changing over 
the memory banks have been proposed, but none of 
them relate to the memory cartridge intended by the 
present invention. 

SUMMARY OF THE INVENTION 

Therefore, a principal object of the present invention 
is to provide a memory cartridge which, even if the 
maximum address space accessible by a central process- 
ing unit comprised in amain unit of a personal computer 
or video game machine which includes a computer to 
which the same is loaded is limited, can store data more 
than the address space and is accessible by the central 
processing unit. 

Another object of the present invention is to provide 
a memory cartridge in which each address of a large- 
capacity, one-chip memory can be accessed by the cen- 
tral processing unit without increasing the number of 
address ports of the central processing unit. 

The memory cartridge in accordance with the pres- 
ent invention is attachable to and detachable from the 
main unit including the central processing unit accessi- 
ble to a relatively small address space, and is loaded in 
the main unit when used, comprising: a case, a circuit 
board housed in the case, a first memory which is 
mounted on the board and has a relatively large mem- 
ory capacity and whose memory area is divided into a 
plurality of banks, an active device which is mounted on 
the board and is for selectively designating a bank of the 
first memory, and conductive patterns for leading ad- 
dress terminals and data terminals of the first memory to 
the edge of the board to enable them to connect to the 
central processing unit of the main unit and connecting 
the first memory and the active device. 

When the central processing unit accesses a predeter- 
mined bank of the first memory, data stored in the bank 
is read out. If the data includes data showing a bank of 
the first memory to be accessed next, the active device 
enables that bank of the first memory based on that data, 
for example. The central processing unit accesses to 
that bank using another address space. 
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If the memory cartridge includes a second memory, 
data read from the bank of the first memory is trans- 
ferred to the second memory as required. When mem- 
ory cartridge is used for the gaming machine, character 
data is stored in the second memory. S 

In accordance with the present invention, even if the 
address space accessible by the central processing unit is 
limited, by properly changing-over banks of the first 
memory, a memory having capacity larger than the 
maximum address space of the central processing unit 10 
can be utilized. This means that, in accordance with the 
present invention, the memory capacity accessible by 
the central processing unit can be expanded apparently. 

In an embodiment, a large-capacity, one-chip ROM is 
used as the first memory. A specific bank of the one- 15 
chip ROM is kept accessible all the time by the central 
processing unit. When the specific bank is accessed and 
a bank selecting data for selecting another bank is read 
therefrom, the bank selecting data is given to a counter 
as an active device. Output of the counter is given to the 20 
most significant three bits of the address of the one-chip 
ROM, and thereby another bank in the one-chip ROM 
is enabled. The bank thus enabled can be addressed by 
the output from the address port of the central process- 
ing unit. 25 

Selecting data for still another bank is stored in the 
previously enabled bank, and when the same is read out, 
the counter outputs an address which is to enable that 
still another bank to the most significant three bits of the 
address of the one-chip ROM in a similar manner. 30 

Thus, in accordance with the embodiment of the 
present invention, change-over to an arbitrary bank can 
be made at an arbitrary timing with the progress of a 
program. Accordingly, by utilizing the memory car- 
tridge as described above for a cartridge for gaming 35 
machine, a more versatile game can be realized In this 
case, the character data stored in the bank of the one- 
chip ROM can be utilized in common in each scene of 
displaying performed by each bank of the one-chip 
ROM, and therefore a series of games having long sto- 40 
ries can also be produced easily. 

Also, in accordance with the present invention, an 
unjust copying or dubbing of the memory cartridge can 
be prevented by arbitrarily setting the bank selecting 
data at an arbitrary program step. 45 

These objects and other objects, features, aspects and 
advantages of the present invention will become more 
apparent from the following detailed description of the 
embodiments of the present invention when taken in 
conjunction with accompanying drawing. 50 

BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1 is an exploded perspective view showing one 
embodiment in accordance with the present invention. 

FIG. 2 is a schematic block diagram showing one 55 
example of a home TV gaming machine capable of 
utilizing a cartridge as shown in FIG. 1. 

FIG. 3 is a detailed circuit diagram showing a rela- 
tionship between a memory for program and a memory 
for characters as shown in FIG. 1 and FIG. 2. 60 

FIGS. 4A, 4B and 4C are an illustrative view show- 
ing a relationship between banks of the memory for 
program and a memory map of a microprocessor. 

DESCRIPTION OF THE PREFERRED 6 < 
EMBODIMENTS 

FIG, 1 is an exploded perspective view showing one 
embodiment in accordance with the present invention. 



A memory cartridge for gaming machine (hereinafter 
referred to simply as cartridge) 10 comprises a case 12 
formed by an upper case 12a and a lower case 12*. The 
case 12 is flat and nearly rectangular, and a protrudent 
portion 14 is formed at one side thereof. Then, an open- 
ing 16 is formed by this protrudent portion 14 and the 
other sides of the case 12 are sealed by side walls. 

A printed circuit board 18 is housed in the case 12, 
and a protrudent portion 20 is formed at a portion of the 
printed circuit board 18 corresponding to the protru- 
dent portion 14 of the above-described case 12. Accord- 
ingly, the protrudent portion 20 of the printed circuit 
board 18 is exposed through the opening 16 of the case 
12. Then, an array of connecting electrodes or conduc- 
tive patterns or contacts 22, 22, . . . constituting means 
for connecting the cartridge 10 to a main unit of a gam- 
ing machine are formed on the protrudent portion 20 in 
a manner of distributing in the extending direction of 
the side of the protrudent portion 20. 

A program memory 24 as a first memory, a character 
memory 26 as a second memory and a semiconductor 
device 28 as an active device are mounted on the 
printed circuit board 18. As detailed later, the semicon- 
ductor device 28 may be a counter or a latching circuit 
Then, these devices 24, 26 and 28 are connected to 
proper conductive patterns on the printed circuit board 
18, being connected to predetermined contacts 22 
formed on the protrudent portion 20 as required 

FIG. 2 is a schematic block diagram showing one 
example of a home TV gaming machine capable of 
utilizing the cartridge as shown in FIG. 1. A configura- 
tion in this FIG. 2 shows the above-described "Nin- 
tendo Entertainment System" manufactured and sold 
by the applicant of the present invention. However, 
note the present invention can be utilized for every 
apparatus such as the gaming apparatus or a microcom- 
puter that uses an external memory cartridge. 

As described above, the cartridge 10 comprises the 
program memory 24, the character memory 26 and the 
semiconductor device 28 which are mounted on the 
printed circuit board 18, and the protrudent portion 20 
of the printed circuit board 18 including the array of 
connecting electrodes or is attached to an edge connec- 
tor 32 of a gaming machine main unit 50, and thereby 
the cartridge 10 and the gaming machine main unit 30 
are connected electrically so as to constitute one gam- 
ing system. 

The gaming machine main unit 30 comprises a micro- 
processor 34 which may be, for example, the integrated 
circuit "2A03" manufactured by Nintendo, and control- 
lers 3&a and 38/> are connected to the microprocessor 34 
through an I/O interface 36. The gaming machine main 
unit 30 is further provided with a PPU (picture process- 
ing unit) 40, a video RAM 42 and an RF modulator 44. 
For the PPU 40, for example, the integrated circuit 
"2C02" manufactured by Nintendo is used, and the 
PPU 40 reads video data under the control of the micro- 
processor 34, and gives the same to the RF modulator 
44 as a video signal. The RF modulator 44 outputs a 
video signal being given as a television signal for a TV 
receiver, for example, of the NTSC system. 

Here, detailed description is made on correlation 
among the program memory 24, the character memory 
26 and the semiconductor device 28 in reference to 
FIG. 3. For example, the program memory 24 is com- 
posed of a IM-bit masked ROM, and the character 
memory 26 is composed of a 64K-bit static RAM. 
Ground terminals G of the program memory 24 and the 
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character memory 26 are connected to the ground, and 
a predetermined power supply voltage Vcc is applied to 
these memories 24 and 26 through power supply termi- 
nals. 

A chip enable terminal CE of the program memory 5 
24 is connected to the gaming machine main unit 30 
(FIG. 2) through a predetermined terminal or connect- 
ing electrode in the array of connecting electrodes (for 
example. No. 44 terminal) of the edge connector 32. A 
memory select signal ROMSEL from the gaming ma- 10 
chine main unit 30 is given to the chip enable terminal 
CE. Furthermore, the program memory 24 has address 
terminals AO- A 16 of 17 bits, and has data terminals 
D0-D7 of 8 bits. These address terminals and data ter- 
minals arc connected to the gaming machine main unit 15 
30 through the edge connector 32, and data from prede- 
termined terminals, that is, data from the terminals 
D0-D2 of the least significant three bits in this embodi- 
ment, is given as bank selecting data and as three-bit 
input of the semiconductor device, that is, the counter 20 
28. 

A chip select terminal CS, the chip enable terminal 
CE and a write enable terminal WE of the character 
memory 26 are all connected to the gaming machine 
main unit 30 through the terminals of the edge connec- 25 
tor 32 (for example, No. 56 terminal, No. 17 terminal 
and No. 47 terminal). A read signal RD from the gam- 
ing machine main unit 30 is given to the chip enable 
terminal CE through the edge connector 32, and the 
write signal WE is given to the write enable terminal 30 
WE. Also, the character memory 26 comprises address 
terminals A0-A12 of 13 bits and data terminals D0-D7 
of 8 bits. The address terminals A0-A12 are connected 
to the gaming machine main unit 30 through the edge 
connector 32. The data terminals D0-D7 are connected 35 
likewise to the gaming machine main unit 30. 

Note that one digit of address is indicated by the 
hexadecimal notation 

In this embodiment, as shown in FIG. 4, the program 
memory 24 is constituted, for example, as a set of mem- 40 
ory banks on a 128K-bit basis. This means that the first 
memory or the program memory 24 comprises eight 
128K-bit banks BK0-BK7. These banks BK0-BK7 are 
defined by addresses "00000-1 FFFF' 

Also, the second memory or the character memory 45 
26 is constituted as a 64K-bit static RAM. 

Furthermore, in this embodiment, for the semicon- 
ductor device 28, for example, the integrated circuit 
"74LS161" manufactured by Texas Instruments is used, 
and accordingly the semiconductor device 28 is consti- 50 
tuted as a three-bit counter. A read/write signal R/W 
from the gaming machine main unit 30 is given to a load 
terminal LOAD of the counter 28, and as described 
above, the data terminals D0-D2 of the least significant 
three bits of the program memory 24 are connected to 55 
the load terminal LOAD as a preset input. Further- 
more, the memory select signal ROMSEL from the 
gaming machine main unit 30 to the program memory 
24 is given to a clock terminal CK through the edge 
connector 32. Accordingly, count input is given to the 60 
counter 28 every time when the program memory 24 is 
selected by the gaming machine main unit 30, and the 
counter 28 is incremented (or decremented) by that 
count input. 

Output terminals of the counter 28 is of three bits, and 65 
the three-bit output is given to the address terminals of 
the most significant three bits A 16, A15 and A14 of the 
program memory 24 through respective OR gates 46a, 



46b and 46c More specifically, the address terminal 
(No. 35 terminal) of the gaming machine main unit 30 is 
connected to one input of each of these OR gates 46a, 
466 and 46c, and each output of the corresponding bit of 
the counter 28 is given to the other input of each OR 
gate. Accordingly, for the program memory 24, the 
bank thereof is selected according to the bank selecting 
data (FIG. 4) in the output of the counter 28. For exam- 
ple, as shown in FIG. 4, if the output of the counter 28 
is "000", the bank BK0 is selected, if "OOP the bank 
BK1 is selected, if "010" the bank BK2 is selected, if 
"011" the bank BK3 is selected, if "100" the bank BK4 
is selected, if "101" the bank BK5 is selected, if "110" 
the bank BK6 is selected, and if "1 1 1" the bank BK7 is 
selected, respectively. 

The microprocessor 34 of the gaming machine main 
unit 30 is accessible only to two-bank area of the pro- 
gram memory 24 as the first memory. This means that 
the microprocessor 34 has address spaces for two banks, 
"8000-FFFF". Among them, a first address space 
"C000-FFFF' is allocated so as to access in a fixed 
fashion always to the bank BK7 of the program memory 
24. Then, when an arbitrary bank of the banks 
BK0-BK7 of the program memory 24 is selected, a 
second address space of 64 K bits defined by addresses 
"8000-C000" is allocated to the address space corre- 
sponding to the selected bank. 

Accordingly, in the banks BK0-BK7 of the first 
memory 24, the bank selecting data for the bank to be 
selected next is required to be stored in the last of or 
halfway that data. To be detailed, in the bank BK7 as a 
standing area, the data of the bank to be accessed next 
by the central processing unit or the microprocessor 34 
is stored, and in the bank to be read next in such a man- 
ner, the selecting data for the still next bank is stored. 
Then, all the banks of the program memory 24 can be 
utilized at an arbitrary timing by the second address 
space of the microprocessor 34. 

In the operation, the power supply is first turned on 
in the state that the cartridge 10 is loaded in the gaming 
machine main unit 30, and immediately after that or 
after a reset switch has been depressed, a read command 
is outputted from the microprocessor 34 of the gaining 
machine main unit 30 through the address terminal A14 
thereof (No. 35 terminal of the edge connector 32). 
When the address terminal A14 goes high, all outputs of 
the OR gates 46o-46c become high, and "1" is inputted 
to all of the address terminals A 16- A 14 of the most 
significant three bits of the program memory 24, and 
accordingly, at this point the microprocessor 34 is ac- 
cessible to the standing area, thai is, the bank BK7 of the 
program memory 24. 

Then, the program data of the bank BK7 of the pro- 
gram memory 24 is read and the microprocessor 34 is 
operated based on that program data. This means that, 
at this time, the microprocessor 34 can address the bank 
BK7 using the first address space of the addresses 
"COOO-FFFF 1 . 

The microprocessor 34 executes a program according 
to a program data of the bank BK7 of the program 
memory 24, and the bank selecting data for designating 
a bank of the program memory 24 is set in the first of (or 
in the last of or halfway) that program data As de- 
scribed previously, the bank selecting data selects any 
one of the banks BK0-BK7 of the program memory 24 
by three bits of 'TOO"-" 111". 

Then, the bank selecting data from the data terminals 
D0-D2 of the least significant three bits of the program 
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memory 24 is given as a preset input of the counter 28. 
On the other hand, the read/write signal R/W is given 
to the counter 28 as a load command of the counter 28 
from the microprocessor 34, and at this time, the signal 
R/W is given as the high level, and accordingly in the 5 
counter 28, the preset input thereof is not loaded. 

When the read/write signal R/W goes low level 
during execution of the program, that is, when the load 
command is given, the bank selecting data outputted 
from the data terminals D0-D2 of the least significant 10 
three bits of the program memory 24 is written to the 
counter 28. Thereafter, the microprocessor 34 gives a 
read signal, that is, changes the signal R/W to the high 
level, and accesses to the bank (for example, BK6) se- 
lected by the counter 28 using the second address space 15 
as described above. 

When the memory select signal ROMSEL from the 
microprocessor 34 of the gaming machine main unit 30 
is low level, the counter 28 and the program memory 24 
are enabled. Then, if the data of the selected bank (for 20 
example, BK6) is character data, a command of trans- 
ferring the character data to the second memory, that is, 
the character memory 26 is outputted. 

Then, according to that transfer command, the write 
enable signal WE from the microprocessor 34 is 25 
changed to the low level, and write of the character 
memory 26 is made possible Then, the data of the se- 
lected bank (for example, BK6) of the program memory 
24 are all read in the address sequence, and the read 
character data are given to the microprocessor 34. The 30 
microprocessor 34 gives the character data to the PPU 
40, and the PPU 40 writes the character data to the 
character memory 26 in synchronism with address des- 
ignating of the character memory 26. 

Thereafter, similarly, according to the bank selecting 35 
data contained in the program data from the program 
memory 24, any of the banks BK0-BK7 of this program 
memory 24 is addressed as "8000-COCKr of the second 
address space of the microprocessor 34, and the game 
progresses based on the program data of the bank se- 40 
lected at that time and the character data of the charac- 
ter memory 26. Accordingly, the character data has 
only to be written in advance to an arbitrary bank of the 
program memory 24 to be required. This means that the 
bank selecting data is set in advance in a program data 45 
contained in any of the banks of the program memory 
24, and the data of the bank selected by the bank select- 
ing data is written into the character memory for char- 
acters 26, and thereby the bank of that character data 
has only to be accessed only when required. In order 50 
words processing has only to jump to the required bank 
during execution of the program to read the character 
data at that time. Then, such a bank selecting data can 
be set arbitrarily by the program, and therefore copying 
or dubbing of the cartridge 10 can be prevented cffec- 55 
tively. 

As in the case with this embodiment, even if the maxi- 
mum address space of the microprocessor 34 is rela- 
tively small, all of the banks of the program memory 24 
can be selected arbitrarily, and therefore the memory 60 
capacity which can be utilized by the microprocessor 34 
can be expanded apparently. In addition, the present 
invention can be utilized not only for the gaming system 
but also for the educational system, being able to have 
universality. 65 

In addition, in the above-described embodiment, the 
case is described where among a plurality of banks 
BK0-BK7 comprised in the program memory 24, in the 



bank BK7, data for transfer-controlling the character 
data (that is, bank selecting data, latch command of 
bank selecting data, write command to the character 
memory 26 and the like) are program-set in advance, 
and a return command is set in advance in the last ad- 
dress of the bank storing the character data, and with 
the progress of the game, based on the program of the 
bank BK7, a character data of another bank is con- 
trolled to be transferred to the character memory 26. 
However, the transfer-controlling data may be stored in 
several bytes close to the last address of each bank 
storing the character data. 

Also, in the above-described embodiment, a masked 
ROM is used for the program memory 24. However, for 
the program memory 24, for example, an EPROM or 
the like can be utilized', and further any type of memory 
can be utilized if it not volatile. 

Furthermore, in the embodiment, the character data 
is written into the character memory 26, but for such 
data, besides, video data and the like can be written, and 
in this case, the character memory 26 can be utilized 
also as a so-called video RAM 

Although the present invention has been described 
and illustrated in detail, it is clearly understood that the 
same is by way of illustration and example only and is 
not to be taken by way of limitation, the spring and 
scope of the present invention being limited only by the 
terms of the appended claims. 

What is claimed is: 

1. External memory apparatus which is removably 
connectable to a video game apparatus having a micro- 
processor (MPU), a picture processing unit (PPU) cou- 
pled to said MPU, and an edge connector, said MPU 
being connected to a MPU data bus and 8 MPU address 
bus and said PPU being connected to a PPU address bus 
and a PPU data bus, said MPU data bus, MPU address 
bus, PPU data bus and PPU address bus being con- 
nected to said edge connector, said external memory 
apparatus comprising: 
an array of connecting electrodes connected to said 
edge connector when said external memory appa- 
ratus is loaded into said video game apparatus, said 
array of connecting electrodes including a first 
plurality of electrodes disposed to receive in use 
signal from said MPU address bus, said MPU data 
bus, said PPU address bus, and said PPU data bus, 
and a second plurality of electrodes disposed to 
receive in use memory accessing related signals 
generated by said microprocessor; 
memory means for storing video game related infor- 
mation, said memory means having memory ad- 
dress terminals, at least a predetermined portion of 
said memory address terminals being coupled to at 
least some of said first plurality of connecting elec- 
trodes, said memory means having memory data 
terminals coupled to at least some of first plurality 
of connecting electrodes; 
said memory means including a plurality of memory 
banks; and 

a data holding circuit for storing bank selecting data, 
said data holding circuit having at least one input 
terminal coupled to at least some of said first plural- 
ity of electrodes and having at least one output 
terminal, said at least one output terminal being 
connected to at least one of said memory address 
terminals to provide bank specifying data to said 
memory means; said data holding circuit being 
coupled to at least some of said second plurality of 
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electrodes, wherein said data holding circuit is 
loaded with bank selecting data received via said at 
least one input terminal in response to at least one 
memory accessing related signal received via said 
second plurality of electrodes. 5 

2. External memory apparatus according to claim 1, 
wherein said data holding circuit has a clock input, said 
clock input being connected to a predetermined one of 
said second plurality of electrodes. 

3. External memory apparatus according to claim 2, 10 
wherein said memory means includes a program mem- 
ory and a character memory, and wherein said memory 
means has a chip-enable input which is coupled to said 
predetermined one of said second plurality of elec- 
trodes. 

4. External memory apparatus according to claim 1, 
wherein said data holding circuit has a load input, said 
load input being coupled to receive a read/write signal 
from one of said second plurality of electrodes. 

5. External memory apparatus according to claim 1, 
wherein said data circuit provides, via said at least one 
output terminal, the most significant bits of a memory 
address to said memory address terminals of said mem- 
ory means. 25 

6. External memory apparatus which is removably 
connectable to a video game apparatus having a micro- 
processor (MPU), a picture processing unit (PPU) cou- 
pled to said MPU, and an edge connector, said MPU 
being connected to a MPU data bus and a MPU address 3Q 
bus and said PPU being connected to a PPU address bus 
and a PPU data bus, said MPU data bus, MPU address 
bus, PPU data bus and PPU address bus being con- 
nected to said edge connector, said external memory 
apparatus comprising: 35 

an array of connecting electrodes connected to said 
edge connector when said external memory appa- 
ratus is loaded into said video game apparatus, said 
array of connecting electrodes including a first 
plurality of electrodes disposed to receive in use 43 
signals from said MPU address bus, said MPU data 
bus, said PPU address bus, and said PPU data bus, 
and a second plurality of electrodes disposed to 
receive in use memory accessing related signals 
generated by said microprocessor; 45 

memory means for storing at least one video game 
program and for storing character data related to 
said video game program, said memory means 
having address terminals, a first predetermined 
portion of said address terminals being coupled to 50 
at least some of said first plurality of connecting 
electrodes, and having data terminals coupled to at 
least some of first plurality of connecting elec- 
trodes, said memory means including a plurality of 
memory banks; 55 

a data holding circuit for storing bank selecting data, 
said data holding circuit having at least one input 
terminal coupled to at least some of said first plural- 
ity of electrodes and having at least one output 
terminal connected to at least one of said address 60 
terminals; said data holding circuit being coupled 
to at least one of said second plurality of electrodes, 
wherein said data holding circuit has at least one 
load controlling input for controlling loading of 
bank selecting data received via said at least one 65 
input terminal, said load controlling input being 
coupled to receive a read/write signal via said 
second plurality of electrodes. 



7. External memory apparatus according to claim 6, 
wherein said at least one load controlling input further 
includes a clock input, said clock input being connected 
to a predetermined one of said second plurality of elec- 
trodes. 

8. External memory apparatus according to claim 7, 
wherein said memory means 'has a chip enable input 
which is coupled to said predetermined one of said 
second plurality of electrodes. 

9. External memory apparatus according to claim 6, 
wherein said memory means includes a program mem- 
ory and a character memory. 

10. External memory apparatus according to claim 9, 
wherein said data holding circuit provides, via said at 
least one output, the most significant bits of a memory 
address to said program memory. 

11. Removable apparatus which is removably con- 
nectable to a video game apparatus having a micro- 
processor (CPU), a picture processing unit (PPU) cou- 
pled to said microprocessor, and an edge connector, 
said microprocessor being connected to a CPU data bus 
and a CPU address bus and said picture processing unit 
being connected to a PPU address bus and a PPU data 
bus, said CPU data bus, CPU address bus, PPU address 
bus and PPU data bus being connected to said edge 
connector, said removable apparatus comprising: 

an array of connecting electrodes connected to said 
edge connector when said removable apparatus is 
loaded into said video game apparatus, said array 
of connecting electrodes including a first plurality 
of electrodes disposed to receive in use signals from 
• said CPU address bus, a second plurality of elec- 
trodes being disposed to receive in use signals from 
said CPU data bus, a third plurality of electrodes 
disposed to receive in use signals from said PPU 
address bus, a fourth plurality of electrodes dis- 
posed to receive in use signals from said PPU data 
bus, and a fifth plurality of electrodes disposed to 
receive in use memory accessing related signals 
generated by said microprocessor; 

a plurality of memory blanks, addressable via a plu- 
rality of address terminals at least one of said mem- 
ory banks being coupled to at least some of said 
connecting electrodes; 

a control circuit connected to at least one of said fifth 
plurality of electrodes, and to at least one of said 
second plurality of electrodes, said control circuit 
being responsive to at least one of said memory 
access related signals generated by said micro- 
processor and including a data holding circuit for 
generating at least one memory bank access en- 
abling signal for for coupling to at least one of said 
plurality of address terminals for selecting one of 
said plurality of memory banks based at least in 
pan on the contents of said data holding circuit, 
said data holding circuit having at least one data 
toad controlling input coupled to receive in CPU 
generated read/write signal for temporarily storing 
memory bank selecting data received via said at 
least one of said second plurality of electrodes. 

12. External memory apparatus according to claim 
11, wherein at least one of said memory banks has a chip 
enable input which is coupled to receive at least one of 
the memory access related signals. 

13. External memory apparatus according to claim 
11, wherein said plurality of memory banks are embod- 
ied in the same memory device. 
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14. External memory apparatus according to claim 
11, wherein the state of at least one bit stored in said 
data holding circuit determines which of said plurality 
of memory banks will be accessed. 

15. Externa] memory apparatus which is removably 5 
connectable to a video game apparatus having a micro- 
processor (MPU), a picture processing unit (PPU) cou- 
pled to said MPU, and an edge connector, said MPU 
being connected to a MPU data bus and a MPU address 
bus and said PPU being connected to a PPU address bus <° 
and a PPU data bus, said MPU data bus, MPU address 
bus, PPU data bus and PPU address bus being con- 
nected to said edge connector, said external memory 
apparatus comprising: 

an array of connecting electrodes connected to said 15 
edge connector when said externa] memory appa- 
ratus is loaded into said video game apparatus, said 
array of connecting electrodes including a first 
plurality of electrodes disposed to receive in use 
signals from said MPU address bus, and said MPU 
data bus, a second plurality of electrodes disposed 
to receive in use signals from said PPU address bus, 
and said PPU data bus, and a third plurality of 
electrodes disposed to receive in use memory ac- ^ 
cessing related signals generated by said micro- 
processor; 

a first digital memory for storing at least one video 
game program, said first digital memory having 
address terminals, a first predetermined portion of 30 
said address terminals being coupled to at least 
some of said first plurality of connecting elec- 
trodes, said first digital memory having data termi- 
nals coupled to at least some of first plurality of 
said connecting electrodes, said first digital mem- 33 
ory being divided into a plurality of memory banks; 

a second digital memory for storing character data 
related to said video game program, said second 
digital memory being coupled to at least some of 
said second plurality of connecting electrodes; and 40 

data holding means for holding bank selecting data, 
said data holding means having at least one input 
terminal coupled to at least some of said first plural- 
ity of electrodes and having at least one output 
terminal connected to a second predetermined 45 
portion of said memory address terminals of said 
first digital memory; said data holding means being 
coupled to at least some of said third plurality of 
electrodes, wherein said data holding means has at 
least one data load controlling input, said data load 50 
controlling input being coupled to receive a readA 
write signal from said MPU via one of said third 
plurality of electrodes for loading bank selecting 
data received via said at least one input terminal. 

16. Externa) memory apparatus according to claim 55 
15, wherein said data holding means provides, via said 

at least one output terminal, the most significant bits of 



a memory address to said address terminals of said first 
digital memory. 

17. External memory apparatus which is removably 
connectable to a video game apparatus having a micro- 
processor (MPU), a picture processing unit (PPU) cou- 
pled to said MPU, and an edge connector, said MPU 
being connected to a MPU data bus and a MPU address 
bus and said PPU being connected to a PPU address bus 
and a PPU data bus, said MPU data bus, MPU address 
bus, PPU data bus and PPU address bus being con- 
nected to said edge connector, said external memory 
apparatus comprising: 

an array of connecting electrodes connected to said 
edge connector when said external memory appa- 
ratus is loaded into said video game apparatus, said 
array of connecting electrodes including a first 
plurality of electrodes disposed to receive in use 
signals from said MPU address bus, and said MPU 
data bus, a second plurality of electrodes disposed 
to receive in use signals from said PPU address bus, 
and said PPU data bus, and a third plurality of 
electrodes disposed to receive in use memory ac- 
cessing related signals generated by said micro- 
processor; 

a first dijgital memory for storing at least one video 
game program, said first digital memory having 
address terminals, a first predetermined portion of 
said address terminals being coupled to at least 
some of said first plurality of connecting elec- 
trodes, said first digital memory having data termi- 
nals coupled to at least some of said first plurality 
of connecting electrodes, said first digital memory 
being divided into a plurality of memory banks; 

a second digital memory for storing character data 
related to said video game program, said second 
digital memory being coupled to at least some of 
said second plurality of connecting electrodes; and 

data holding means for holding bank selecting data, 
said data holding means having at least one input 
terminal coupled to at least some of said first plural- 
ity of electrodes and having at least one output 
terminal connected to a second predetermined 
portion of said memory address terminals of said 
first digital memory; said data holding means being 
coupled to at least some of said 'third plurality of 
electrodes, wherein said data holding means is 
loaded with bank selecting data received via said at 
least one input terminal in response to at least one 
signal received via said third plurality of elec- 
trodes, wherein said data holding means has a clock 
input, said clock input being connected to a prede- 
termined one of said third plurality of electrodes. 

18. External memory apparatus according to claim 
17, wherein said first digital memory has a chip enable 
input which is coupled to said predetermined one of 
said third plurality of electrodes. 
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